NHN INSTITUTE FOR THE \
NEXT NETWORK

B —

Windows Registered 1/O (RIO)

Introduction & Performance
WS

Seungmo Koo (@sm9kr)

tetgl= 2ckel A Al M 2



Agenda

« IOCP: I/O Completion Port

« RIO: Registered I/O Network Extensions
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« Source Code Sample
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System Calls Per Second
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Sample Code
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 Source Code: RIO Echo Server

— TCP, RIO only
 https://github.com/zeliard/RIOTcpServer

— UDPR IOCP+RIO
 https://github.com/zeliard/RIOEchoServer
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« Tech to Develop Low Latency Apps, Build 2011.

— http://channel9.msdn.com/Events/Build/BUILD2011/SAC-
593T/player?w=960&h=544

« The Server Framework
— http://www.serverframework.com/asynchronousevents/rio/
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